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ABSTRACT

Thepresentstudywasconductedtostudytheimpactofinternetgamingonthequalityoflifeand
flourishingofundergraduates.Forthispurpose,80internetgamersand80internetnon-gamerslying
withintheagerangeof17-24yearswererecruited.Forassessingtheextentofinternetgaming,the
InternetGamingDisorderScale-ShortForm(IGDS9-SF)wasutilizedwhileforassessingqualityof
lifeandflourishing,theWHOQualityofLife–BREF(WHOQOL-BREF)andFlourishingScalewere
used,respectively.Theresultsindicatedsignificantdifferencesinaspectsofqualityoflifebetween
thetwogroups.Further,therelationshipofinternetgamingwithvariousaspectsofqualityoflifeand
flourishingwasalsoexplored.Theresultsrevealthatinternetgamingmayindeedinfluenceyoung
undergraduates’qualityoflifeandflourishing.
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INTRodUCTIoN

Internetaddiction(IA)andinternetgamingdisorder(IGD)are“conceptuallydifferentbehaviours”.
IndividualswithIAareusuallymales,investasignificantamountoftimeonlinedoinganykindof
onlineactivitiessuchassocialnetworking,chatting,watchingsocialmediaincludinggaming,whereas
gamingdisorderisspecificallyassociatedwithgamingonline (Griffiths,2014).

Internetgamingdisorder,alsoknownasproblematiconlinegamingoronlinegamingaddiction
orinternetgamingaddictioncanbedefinedasdisproportionateaswellasuncontrollableusageof
onlinegamessuchthatitstartsaffectingallaspectsofaperson’slife(Schivinski,etal.,2018).An
individualaddicted toonlinegamingspendsmajorityof the time inplayingonlinegameswhile
neglectingpersonalhygiene,school/workandspendingqualitytimewithfamilyandfriends(Young,
2015).Accordingto DSM-5(AmericanPsychiatricAssociation,DiagnosticandStatisticalManual
ofMentalDisorders,2013),anindividualissaidtobehavingInternetGamingDisorderifanyfive
outofthefollowingninefeaturesi.e.preoccupation,withdrawal,tolerance,lossofcontrol,giving
upotheractivities,continuation,deception,escape,andnegativeconsequences(riskinglossofor
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actuallossofrelationships,job,academicorcareeradvancementopportunities),havebeenpresent
inthelast12monthperiod.

It is often believed that the amount of time spent on online gaming is a great criterion for
identifyinginternetgamingaddicts(Lemmens&Hendriks,2016).Thisideaisbasedonvarious
studiesthatindicatethataddictedonlinegamersgenerallyspendapproximately80hoursinaweek
playingonline(Griffiths,2009)andthataddictedgamersdevotemorethanfourtimesasmuchtime
engaginginonlinerole-playinggamesandmorethanthriceasmuchtimeengaginginonlineshooter
gamesthannon-addictedgamers(Lemmens&Hendriks,2016).However,byusingtheamountof
timespentononlinegaming,itisalmostimpossibletodistinguishexcessivegamers(thosegamers
whodespiteengagingininternetgamingforexcessivelylonghours,sometimesaslongaseven14
hoursperday,exhibitafeworalmostnonegativeconsequencesassociatedwithIGD)fromaddicted
gamers(thosegamerswhoengageinonlinegamingsomuchsothattheyfulfiltheDSM-5criteriafor
diagnosisofIGD(Griffiths,2010).Griffiths(2010)withthehelpoftwocasestudiesdemonstrated
thatbothexcessivegamingandaddictivegamingalthoughbeingbehaviourallyidenticalintermsof
hoursofgameplaying,arequitedistinctintermsofthemotivation,thesignificanceandthegaming
experiencethatthesetwoclassesofgamingcarryforthegamers.Currently,thenumberofhours
spentplayingonlineisnotconsideredasareliableaswellasvalidcriterionfordiagnosingonline
gamingaddiction(Griffiths,2009;Kuss,2013).

Fergusonetal.,(2011)performedameta-analysisonthirty-threepublishedresearchstudiesand
dissertationstoestimatethepredominanceofpathologicalonlinegamingaswellasitsco-morbidity
withmentalhealthissues,troubleinacademicsanddifficultiesinsocialrelationships.Theresearchers
estimatedthataround3.1%populationfallsinthecategoryofpathologicalgamersandthatonline
gamingindeedleadstopoormentalhealth,unsatisfactoryacademicperformanceandpoorsocial
relationships.ToassesstherelationshipbetweenInternetGamingDisorderandpsychologicalissues,
interpersonalissues,andwell-being,Chengetal.(2018),foundthatInternetGamingDisorderwas
highlypositivelycorrelatedwithpsychologicalissuesandinterpersonalissueswhileitwasfoundto
beinverselycorrelatedwithlifesatisfactionandwellbeing.ScottandPorter-Armstrong(2018)didan
extensiveliteraturereviewofstudieshavingkeywordsnamely,online/internetgaming,wellbeing,
psychosocial and the like.They tentativelyconcluded thatplayingonlineMassivelyMultiplayer
OnlineRolePlayingGameshasbothhelpfulaswellasharmfulimpactonthepsychosocialwellbeing
ofthegamers.BargeronandHormes(2017)studied257regularonlinegamersandreportedthat
nearly8.7%ofthestudysamplemettheDSM-5criteriaforInternetGamingDisorderandthatsuch
individualsmorefrequentlyexperiencedstress,anxietyanddepression,hadlowersatisfactionwith
lifeandheightenedlevelsofimpulsivity.Männikköetal.(2017)foundproblematiconlinegamingto
besignificantlyassociatedwithpsychologicalandphysicalhealthissuessuchassleepdisturbances,
fatigue,depressionaswellasanxietyandalsoconcludedthatindividualswhohadaninclinationfor
socialinteractionsoverinternetspentmoreamountoftimeplayingonline.Wartbergetal(2017a),
foundthatadolescentswhometthecriteriaforInternetGamingDisorderperceivedlessamountsof
socialsupport,hadalargenumberoffriends,madeoverinternetandhadpoorqualityofliferelatedto
healthincomparisontotheadolescentswithoutInternetGamingDisorder.Inanotherstudy,Wartberg
etal(2017b)inferredthatadolescentswhohaveangerrelatedissues,areemotionallydistressedor
havelowselfesteemorwhoseparentshaveanxietyarevulnerabletodevelopingInternetGaming
Disorderintheirearlyadolescence.

Limetal.(2016),inacomparisonofInternetgamingdisordergroupwiththehealthycontrol
groupindicatedthattheformergroupexhibitedmoresymptomsofdepressionaswellasanxiety,had
higherdegreesofimpulsivityandaggression,higherdegreeofdistress,andapoorerqualityoflife.
MartončikandLokša(2016),intheirstudyonMassivelyMultiplayerOnlineRolePlayingGamers
foundthatthegamersexperiencedappreciablyloweramountsoflonelinessandsocialanxietywhen
onlinethanwheninphysicalworld.Smokingandemploymentofmotherwerefoundtoincrease
addictiontowardsgamingwhilebelongingtofemalegenderandeducationofthemotherdecreasedthe
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